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INTRODUCTION 



^Mr. SASIC Meets BHs 'N Bytes gives you iotso* 
game action, .plus an introduction to computer 
programming using the BASIC language, "he'e are 
5 full games in this cartridge Use the hand control- 
lers to play each game.. .or use the intellvision 
Computer Keyboard to type ^ simple BASIC instruc- 
tions! You can use the hand controllers only . use 
the Computer Keyboard only ... or combine tne two! 

The instructions for each game are written In two 
sections. One explains how to use the hand control- 
lers One explains how to use the Computer Key- 
board & introduces &ASIC to play the game. Much 
ot the general game information Is included in the 
hand controller section So be sure to read this, 
even rf you ony plan to use the Computer Key- 
board to pia/ the game! 

Throughout the instructions you will be referred to 
two books for more information about BASIC. One is 
the Owner's Manual which you received with /our 
Computer Module The other is the Step-By-Step 
Guide To Home Computing Book. 

We hope that you enjoy playing tnese games' Ard 
we hope that learning. Intellivision BASIC is even 
simpler than ever . when you learn by playing a 
game. 



BEFORE YOU BEGIN: 



Choose the overlays for the game you will play. 
Now slide these overlays into the Hand Controllers 
as shown 





nsert -the M^ BASIC Meets Bits 'IN Bytes game 
cartridge into the Computer Adaptor Turn the TV 
and the Master Component ON 

Press I Rese t] , then press the ! Disc l and you see this 
on the screen 





Press the [5] Key and then the I'ENTERl Key, 
on either hand controller. The title 
screen comes on. 



Now press the l Disc I to see your choice of three 

games. 



Press P[ 
^essfg 

Press H 



and IENTERI to play the Vampire Bats game 
and IENTERI to play the Cannon game, 
and IENTERI to play the Mr. BASIC game 



THE VAMPIRE BATS GAME 



6. 



1 PLAYER 
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Fne exterminator is trapped on the root of a n oia 
barn. Shrieking bats are flying around just below. 
Bats feverously eat through the roof. Drop bombs to 
destroy them. Once they eat a hole in the roof, the 
bats fly up after the exterminator! Jump or duck to 
escape their vile bitesf 



BEGIN THE GAME 



a 



BOMB STACK 
TOR \ ROOF SUPPQFTS 




bomb 
platform 



5CnRE=QODD^MEM=3 ON 



SCOPE 



DIRECTION' 
EXTERMINATOR 

WILL JUMP 



NUMBER OF COMPUTE* 

EXTERMINATORS OM 




REMEMBER: 

You con ploy this game using the 
hand contra" lers or the Com puTer Key- 
board or both The game play is the 

same no matter which controllers /ou 
use! 



USE HAND CONTROLLERS TO 
PLAY THE VAMPIRE BATS GAME 



THE ROOF ft. BAT5: The bats have to eat through rhe 
roof before *hev can torment the extern-i-nator. First 
they eat the supports, then they eat the roof itself. 
Sometimes a ba* falJs to the ground., gorged by 
eating too much! If s out of commission for awhile. 
The exterm;ncror has to be especially careful once 
there is a hole in the roof If he steps too fa r over the 
hole, he plunges fo the ground below. This exter- 
minator is out of the game. 




lo rebuild Ihe roof, press REBUILD ROOF on the 
Hand Controller The roof Is then completely Irvact 
again you lose points wnen you do this, see 

sconngl 



THE EXTERMINATOR: You have three exterminators in 
all. You lose one when he falls through a hose in the 
roof. You also lose an exterminator if he's bitten 
when he's still pale from a previous bite! Chec< the 
screen to see how many exterminators \ou ha/e 
<e1t! 

CONTROL THE EXTERMINATOR'S 
MOVEMENTS 

You can make the exterminator run left or right.. 
duck from the bats, and jump to escape bats & 
get over holes in the roof. 

Move the exterminator left or right. Press Ihe left 

side of the Disc to move him left. Press The rigrv siae 
of the Disc to move him right. He stops *hen vou 
release the Disc. 

□ann 



PRESS TO MOVE THE EXTER- 
MINATOR LEFT. 



PRESS TC MCVETHE EJOUt 

M1NATOR RIGHT. 



Make the exterminator duck. 

the Dsc. He stands back up when you release the 

Disc 



en* 



PRESS TO MAKE THE EXTER- 
MINATOR DUCK 



To make the exterminator jump, press The top of 

the Disc He automatically jumps straight up, 

I* fGti a ant to choose the distance and direction of 
the jump, do this before you press the Disc. After he 
jumps, the direction gees oactto straight up. 

Choose 1he distance: The exterminator car jump 4. 

2 or 3 squa f es 




PRESS TO PRESS TO PRESSTO 

JUMP1 JIMP2 J0MP3 

SQUARE SQUARES SQUARES 



Choose the direction: The exterminator can jump 
left, straight up ar right 



PRESS TO RRESS TO PRESS TO 

JUf/PLEFT JUMP JUMP RIGHT 

STRAIGHT UP 



BOMB CONTROLS: 

To destroy a bat. the exterminator can drop a 
bomb. Aim just right and it exDiodes a bat. 

Pick up a bomb by positioning rhe exterminator fust 
left or right of the center ot the bom b stack. Then 
press either bottom action button. The bomb auto- 
matically explodes 8 seconds after fr's picked up 
Two seconds betore the bomb explodes. It turns 
from- due to Yellow. 




FPESS TC PICK JP A BOM3 



PRESS TC DROP 4 BCMB 



POSITION EXTERMINA- 
TCR^E"ETOPICH JPA 
BOMB 



Drop the bomb b/ pressing either top action 

button The exterminator throws -he bomb slightly to 
the side. He throws in tne direction that he last ran, If 
he ran right, he throws right f he ran lef . he throws 
left. Ma<e sure the exterminate' >s away t r om the 
center ot the oorno stack wner he drops a bomb. If 
the bomb hits the platform, me bomb stock andlhe 
exterminator are blown up! Tne gome is over 



Is 



You can only pick up one bomb at a time. Once 
the explosion is over, you can pick uo and drop 
another bomb 1 



DON'T GET BITTEN: 

When /our exterminator and a bor come In contact 
with one another, the exterminator gets bitten. 
He 'urns pae from the bite The bat that bit him falls 
to the ground far a short time- It the exterminator 13 
bitten again wn le he is still pale you lose him! 




SCORING 



Drop a bomb 
Bomb a bat 
Exterminator gets bitten 
Rebuild the roof 



Lose 1 point 
Gain 5 points 
Lose 5 points 
Lose 10 points 



START A NEW GAME: 

When you lose all 3 exterminates or when a bomb 
nils the platform, the game ends Pross any button 

or keypad key to stal o. ">ew pome ■ 




USE THE COMPUTER KEYBOARD 

& INTELLI VISION BASIC TO PLAY THE 

VAMPIRE BATS GAME 




You can also play the Vampire Bats Game by 
typing BASIC instructions into the computer with your 
Compute. Keyboard, 

MAKE SURE YOU SEE "ON" 

Make sure you see ON in white letters on the screen 
This lets you know the computer will follow your 
instructions. If you see '"OFF" Instead, press the£2 
Key on the hand controller and ON will appear, 



5CDRE = DDDCl^MEH=3 DM 
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STOP THE ACTION 



STOP 
BATS 



To keep the bats from taking 
aavantage of you while you type 
in an Instruction, press the 

I STOP I Key. This stops the bats in 
their tracks! When you have com- 
pleted the BASIC instruction, press 

1STQP1 again to set the bats on 
their way 



TIPS FOR TYPING BASIC ON THE SCREEN 

You will use your keyboard keys to type in BASIC. 
What you type appears on the TV screen. To learn 
more about Intellivision BASIC, refer to your Owner's 
Manual and the Step-By-Step Guide To Home Com- 
puting Book. 

The cursor: The flashing sauare at ine left side of the 
screen is called the cursor. The nex: letter or symbol 
you type will appear where the cursor is located. 

The cursor moves as you type. Be sure the cursor is 
at the far left of the screen bef ore yo u type in BASIC 
instructions If it is not. press {R ETURN] This sends the 
cursor to the left margin. 

You can only type in an instruction when the cursor 
flashes o n the scre en. If it is not there, press the 
LESCAELJKey or the [RETURN 1 Key. 





Return key; Always press the I Return"" 



Key on the keyboard ote' you type in 

your instructor! 



Before you press Return, the letters and symbols an 
the screen are black After yon prejs Return rhey 
turn color. This color codng lets you know if you 
typed the BASIC instructions correctly 

Note: To learn more about the Return Key and Color 
Coding, see chapters 2 and 4 in the Step-By-Step 
Guide To Home Computing Book. 







Correct a typing error or make a change Use ihe 

Arrow Keys to position the cursor wnere you wan' to 
make the change. Mexttype in ffie change. Press 
the space bar to erase ariy cnaracrer, Nov; use "he 
Arrow Keys to move the cursor beyond the ast 
character in the line and cress t "^eturril 

Note: To learn more about Aro* Keys, see chapter 
1 in the Step-By-Step Guide To t-onre Computing 
Book, 

Vou can "type 4-5 lines on 
the screen at a time. If you type more tnan This the 
top line moves off the screen sc you can continue. 



When you type In a program, you can take a look 
at the lines that have moved off the screen. With the 
cursor at the left side of t he screen, type in: LIST 
10,40 and press l ReturrTI The first four lines of your 
program come on the screen. You can now correct 
an error, or make a change (see above). Type in 
LIST 53,83 and the next 4 lines come on the screen. 
Continue to list 4 lines at a time and make any 
changes you want. After yo u have c hecked all the 
lines, type in RUN and press I Return. I 

Note: To learn more about LIST, see chapter 1 in the 
Step-By-Step Guide To Home Computing Book. 

CONTROL THE EXTERMINATOR'S 
MOVEMENTS 

Start exterminator running left or right: 
Type in: 

CALL RUNL 

& pressjRetum. I 



We begins to run to the left as soon as you press \ Return\ 



Type n- 

CALLRUNR 

& press jRetum. \ 
He begins to run to the right as soon as you press 
Return. 

He continues to run until you stop iiirn (see below) When 
he reaches the left or right edge of the roof, he runs in 
place. 

Move the exterminator to a particular position: 

The exterminator can be positioned at 145 different 
horizontal positions Position 73 is at the far left, and 
position 756 is 8t the far right oi the roof. 





" 156 

THE EXTEFMINATORC^M -3ERJiCED ANWVHERE IN THIS RANGE 



Choose the position you want, then type in XP2 = 
followed by the position number. For example, type 
XP2 = 145 and press[£sturn/ 

XP2 = 145 tells the computer to move the exterminator to 
position 145. As soon as you press Return, he immedi- 
ately novas to that position. 



Try another position. 

Type /n:XP2 = 45 

and press \ Return. 1 

NOTE: To learn about the XP Function, see Functions in the 
Owner's Manual. 

To stop the exterminator: 
Type in: CALL STOP 

& press [Returfh] 
He stops as soon as you press Return. 

To make the exterminator duck: 

Type in: CALL DUCK 

& press \ Returnl 
He continues to duck until you type in: 

CALL STOP 

& press l Return.] 

To make the exterminator jump, 

use the hand controllers to set the distance and direction 
of the jump, then type in: 

CALL JUMP 

«& press ] Return. I 

Or you can also program in the distance and direction using 
BASIC. 

To choose the distance. 

Type in: CALL JMP1 

& press lBeturn. I 

To set the distance at 1 square 



2 



CALLJMP2 

& oress l Return! 

To set the distance a t 2 squares 
CALLJMP3 

& press l Return. 1 

To set the distance a I 3 squares 

To choose the direction, 
Type /n.-CALL JMPL 

& press ! Return. 1 

To set the direction et left 
CALLJMPR 

& press l Return.' ~\ 

To set the direction at right 
CALLJMPU 

i press i Return.'] 

To set the direction tip 

After you type ,tt the dis tance & direction, type in CALL 
JU MP and press[ RetJrh~\ tc make ihe exterminator jump. 
For example, type m m 

CALLJMP3 

& press lBeturn. | 

CALLJMPR 

& pressLBettgnJ 
CALL JUMP 



& press\_Bs!WLj 
The direction you choose shows on the screen. Lock at the 
arrow' Once ihe/ump is completed, the direction goes back 
to straight t/p. 



BOMB CONTROLS 



WRITE PROGRAMS 




To pick up a bomb, 

use the hand controllers to 
move the exterminator just left 
or right of the center of the 
bomb stack. 



Then type in: 



To drop Ihe bomb, type in: 
CALL DROP 






& press r Return.] 
The exterminator throws the bomb in the direction he last 
ran. Make sure the exterminator is positioned so the 
bomb won't hit the bomb platform... or the game is over. 

To blow up the bomb, after it's picked up and before it 
denotates automatically in 8 seconds. 
Type in: 

CALL BOOM 



Up until now the instructions you typed it to control 
the exterminator and fhe bombs used BASIC in 
Immediate Mode Fi'sryoutypea in BASIC msruc- 
tions on the screen. Ther as soon as you pressed 
Return, the computer did what you asked- It fol- 
lowed your instructions immediately. 

Now you will use BASIC in Programmed Mode. You 

will start each line of the program with a number. 
When you press Return, 1he computer holds that 
information. When you want the program *o begin, 
you type In RUN and press Relum. 

Note: To learn more about the difference between 
Inn radiate and Programmed Modes, see Chapter 
1 & 2 ir. =he Step-By-Step Guide To Home Comcuting 

Book. 



SO 




& oress l RetuhT] 
Once you press Return, the bomb blows up immediately. 



Try the following sample programs They show you 
now to use Intelllvisicn BASIC to proaram part of 'he 
game ..or all of it! 

VAMPIRE BAT PROGRAM #1 

This program makes the exterminator pick up the 
bomb. Before you begin this program use the Disc 
to move the exterminator to tne center of the bomb 
stack. 

Type in. NEW 

pre$s \7l9tamj 
This starts a new program 
10CALLPKUP 

press TRetum~ \ 

This makes the exterminator pick up the 
bomb 
RUN 

press [Heturn I 
This runs line 10 

After the exterminator picks up the bomb you must use the 
hand controllers to drop the bomb. 

To repeat this program, be sure the exterminator is at she 
center o f the bomb stack. Now type ir RUN again, press 
Return] and repeat. 



Note: This program used the Immediate Mode com 
mands NEW & RUN. To team more about these, see 
Chapter 1 in the Step-B/-Step Guide To Home Com put- 
tng Book 



•^ 



VAMPIRE BATS PROGRAM *2 

This program tells the computer to position rhe exter- 
minatoraf position 84. then it will make him pick upa nd 
dropa bomb 

Type in: NEW 

press[E^m} 

This starts a new program 

itCALLRUNP 

press \ Return I 

This starts the exterminator running right 

20 CALL STOP 

press [Retum~\ 

This stops the exterminator 
30XP2 = B4 

ore$$ lR9tum I 

This places the exterminator at position 3d 

40 CALL PKUP 

press i Return I 

TTii's makes the exterminator pick up a 

bomb 
50 CALL DROP 

press i Return I 

This makes the exterminator drop a bomb 

to the hght 
RUN 



press j R etum~\ 

This starts the program 

To repeat this program, type in RUN again, press i Return 
and repeat 



VAMPIRE BATS PROGRAM *3 

This program is almost the same as "2. But here rhe 
exterminator will continue tc aclc up and throw a 
bomb indefinitely. 

Type in: 

NEW 

press ] Return I 
10CALLRUNR 

press l Return I 
20 CALL STOP 

pres s[~Returh~\ 
30XP2 = 84 



press ! Return] 
40 CALL PKUP 

press ] Return I 
50 CALL DROP 

Pfess fffef^ffi I 
60 GOTO 40 

press ~Return I 

Ws sends ffle computer back to line 40 

to repeat picking up & dropping bomos 
RUN 

press l Return I 
To stop this program, press the IESCAPEI Key on the 
keyboard. 

Note: To learn about GOTO listed in line 33 of 
program *3). see Chapter 5 in the Step-Bv-Step 
Guide To Home Computing Book. 



VAMPIRE BATS PROGRAM #4 



(3e surelo or ess l Return] after each line) 

This program sends the exterminator to the bomb 

stack, makes him pick up a bomb and drop it. 

Type in: 

NEW 

t0IF(XP2<81)CALLRUNR 

20 IF (XP2>81) CALL RUNL 

30 CALL PKUP 

40IF(V$0--1>GOTO30 

50 FOR N = 1 TO 15 

60NEXTM 

70 CALL DROP 

30 CALL STOP 

RUN 

LINE 1 checks to see if the exterminator is to the left of 

the middle of the bomb stack. It tie is, he runs to the 

right. 
LINE 20 checks to see if the exterminator is to tile right of 

the middle of the bomb stack. It tie is, he runs to the 

left 
LINE 30 tells the exterminator to pick up a bomb 
LINE 40 sees if the exterminator is successful in picking 

Lp a bomb... if net he tries to pick it up again. 
LINES 50 & €0 creates a time delay, to give the 
exterminator time to pick up the bomb as he passes 
through (he stack. 





LINE 70 drops the bomb. 

LINE 80 stops the exterminator from running. 

To re peat thi s program, type in RUN again, 
press lRetum l and repeat. 

Note: To learn about FOR.. NEXT (lines 50 & 60) see 
Chapter 5 Jn the Step-By- Step Guide To Home 
Computing Book, To learn about IF (lines 10 & 20) 
see chapter 6 in this same book To learn about the 
VS function (line 40) see "Functions" in the Owner's 
Manual. 

VAMPIRE BATS PROGRAM #5: 



(Be sure to press | 



after each line] 



This program will make the exterminator pick up a 
bomb, run right, make him jump if there's a hole in 
the roof and when he gets to the right side of f he 
roof... he drops the bomb and blows it up! 

Before running this program, make sure the exter- 
minator Is standing in the middle of the bomb stack. 



• ■<* 




Type in: 

NEW 

10CALLPKUP 

20CALLRUNR 

30 CALL JMP3 

40IF(LK(2)=O)GOTO70 

50 IF (XP2 > 1 1 •] GOTO 7© 

60 GOTO 40 

70 CALL JU LIP 

80 CALL DROP 

90 FOR N = 1TTJ15 
100NEXTN 
110 CALL BOOM 

RUN 

LINE 10 picks up a bomb 

LINE 20 starts the man running to trie right. 

LINE 30 sefs the jump distance to 3 squares. 

LINE 40 looks to ses if there is a hole 2 squares ahead oi 

the man... if so the computer goes to line 70. 
LINE 50 the computer continues to look for a hole in 

the roof. If the man is past TiQ the computer goes to 

Line 70, 
LINE 60 if he has run to the far side, the computer goes 

to line 40 and looks again. 
LINE 70 makes the man jump. 
LINE 80 makes the man drop the bomb. 
LINES 90 & 100 creates a time delay. 
LINE 1 1 Detonates the bomb 

To repeat this program, Type m R UN and press \Relu7ru\ 



Note: The LK function in line 4(3 looks to see what 
condition the roof is in. from 1-10 steps ahead of the 
exterminator. If there is a hole in the roof, LK( )=©. If 
LK( )=3. the computer sees the bomb platform. If 
LK( )=2. the computer sees the roof with supports. If 
LK( )= 1, the computer sees the roof without sup- 
ports. For example LK(3] = tells you there is a hole 
in the roof 3 steps ahead of the exterminator. 



A LITTLE EXTRA BASIC 



You can temporarily change the rate of speed 
that bombs, the exterminator and the bats fall, 
There are 15 possible rates of speed. 1 is very slow, 
and 15 is very fast. Let's try this: 
Type in: 

NEW 

10INPUG 

20NM0 = G 

30 CALL CNGG 

RUN 
LINE 10 tells the computer to wait fo r you to type in a 

number (1-15) and press {Return \ 
LINES 20 and 30 tell the computer to use the rate of 
speed you chose. 

For example, after yo u typed in the program, type in the 
numbertfljland press \ RetumJ Now drop a bomb with 
the hand controllers and see how fast the bomb falls. 



Try this 3 grain b ut use ano ther speed number. Type tn 
RUN and press l Return i Now type m [5] and pr9S$ 
I Return. \ Drop a bomb and see how this charged the 
rate of fail. 

Nole: To leam qdoui input (INPU). see Chapter 4 in 
the Step By-S^ep Guide To Home Computing Book. 



You can temporarily change 1ti e objects on Ihe 
screen to different colors. First \oj need to know 
that every object on the screen; has been given a 

number . 

2 = thefjse 

1 = the bomb 

2 = the exterminator 

3 = soar 

4 = a bar 

5 « a oat 

6 = a bar 

7 - a bat 

Vou also need to know that there arefifeen 
possible colors Colors are numbered 0- 1 5 See 
Chapter 9 in the Sfep-By-Sfep GuideTo Home 
Comput ng Book to get the color particulars. 



Now lets try it... (Press lltetu ml after each line) 
Type in: 

10INPUO 

20 INPU C 

30CO(O) = C 

40 GOTO 1 

RUN 

LINE 10 tells the computer to wa it for you to type in an 

object number (0-7) and press [RelurrT] 
LINE 20 tells the computer to wa it for you to type in a 

color number (0-1 5) and press [Return^ 
LINE 30 makes the object you chose turn the color you 

chose. 
LINE 40 starts the program over again... enter another 

object number and another color number. 

For example , after yo u typed in the program, if you enter 
[ j]and pre ss l Return. I and enter g^] and press 
[Return, I the exterminator turns pink. 
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A cannon and missile launcher are in positionl 
Weapons pointed at each other. A moveable wall 
separates the two. Fire over the wall and blast your 
opponentl Try for the highest score. 



BEGIN THE GAME 



To choose this game, see page 4. Once you 
choose the Cannon Game, the game screen 
comes on the TV. 



CANNON 

CHARGE 
(AMOUNT OF 

POWDER) 




CANNON SCORE WALL MISSILE LAUNCHER MISSILE SCORE 



Remember: \ou can play this game using the hand 
controllers or rhe Computer Keyboara or boTh! The 
game play is -the same no matter which controllers 
you use 



USE HAND CONTROLLERS TO 
PLAY THE CANNON GAME 



Cannon Controls: Jsetne Left hand controller to 
control The cannon action 

Move tte cannon lei! or right. Press the let> side of 
the Disc to move the cannon left Press the right si de 

ot the Disc to move it right Release the Disc and the 
cannon stops. If you run *he cannon into the wall, it 
bounces back and stops. 




PRESS TO WOVE 

1 HE CANNON LEFT 



PRESS TO WHDVE 
THE CANNON RK3HT 



Adjust the angle of til© cannon barrel by pressing 
the top or bottom of ihe Disc. 




PRESS TO RAISE THE BARREL PRESS TO LOWER THE BARREL 
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ADJUST THE B*RREi_TO rHlSR'NGE OF 

ANGLES 



Fir© the cannon by presstrg ©Jit ei nA 'hetoo action 
buttons. The cannon ball ; e •-=■ deponent. rrve 
amount of charge behinc the ; \ aries at 'andom 
for each shot Thecamon ' -:. ■ fm sd arnVrto 

Make a direct hit: ''/hen yoj bast your opponent. 
the wall moves one cosition closer to him If you 
push f he wol I }a the • gr 1 siae. If s worth 1 00 points 
a n d the ga me er - 

SCORING; 

Get 50 poinrs for blai. iq 'JW missHe (aunorier Set 
10-30 points lor blastt ">o rrie missile The longer your 
thing onge. the higher toe points. You gei '0d 
points for pushing the .vail to the ooponent's . 

SWH A NEW SAME: 

- 

* the moveable wall reoches either side, the 
ga r © ends Press onv button o' <eypad key to start 
a nev/ game 






MISSILE LAUNCHER CONTROLS: 



Use the right hand controller to launch and direct 
the missiles. The computer automatically moves the 
rnfesile launcher left and right. 

Launch a missile oy pressing either of the top 

action butronL.The missile is launched wrt^ □ 
random ame\inj 4 fuel. You have an unlirnirea 

numfce'L 1 



*U El GAUGE 



this indicates the aw oust 
of fuel behind the vi 3= le 

fuel gauge 



Dirocl Ml* missile toward the target by pres- rg tne 

h rr ?5* and release the Disc and the missile 
cc-r,nLos in that direction, until you press arc 

to' Direct the missile ..p. .left., thendov,- 
Eacr. lime you press the Disc, yau use fuel ropro-ol 
the nnissile n a specific direction Look at the M 
Qaugelo see how much fuel is left. When yoj 
r € lease the Dsc, the missile cnasfs until gravity 
sends it crashing. 



YOU Zfiti WOVE THE MISSILE 
IN ANY OF THESE 

DIHtCTlOMS 
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Make a direct hit: When you blast your opponent 
you get points See scoring. 

Move the wall: Each time the missile launcher hits 
the wall, it moves one position closer to the left. If 
the wall is pushed all the way to the left side, it's 
worth 100 points and the game ends! 

SCORING: 

You get 10, 20 or 30 points for blasting the cannon. 
The more fuel you have left when the missile hits, the 
higher the points. You get 100 points fcr pushing the 
wall to the opponent's side. 

START A NEW GAME: 

When the moveable wall reaches either side, the 
game ends. Press any button or keypad key to start 
a new game. 




USE THE COMPUTER KEYBOARD & 
BASIC TO PLAY THE CANNON GAME 



You car also play the Cannon Game by typing 
BASIC i "struct ions into the computer win your Corn- 
pu'er Keyboard 



STOP 



STOP f HE ACTION: 

To keep your ooponent from firing his 
weapon while /otj ty pe in an Instruc- 
tion, press the ! STQP1 Key This stops the 
action. When vou have cor n plete d 
the BASIC Instruction, press ISTOPI 
again to get the action gong again 



TIPS FOR TYPING BASIC 
ON THE SCREEN: See page M 

Note: Cnlyone player can type <n a BASIC instruc- 
tion at a time When one player is using the 
oyooa'd "he other player must use the hand 
controJIers. Ta<e furs 

CANNON CONTROLS 

Move the cannon lo a particular position: The 

cannon can move to 137 dife r erv horizontal posi- 
tions... with posnon 22 at the tar iett and 1 58 at -he 
far right, tf you choose a posit on beyond the wall, 
the cannon bounces back and stops, 




tse 

THE CANNON CAN MOVE I EFT OP RlGhT WITHIN THIS rt/VNGc 

Choose the position , : % ^nt, ihen type m CX0 = 
followed by the posit en run ,ber & cross Return.] 
Then type n DALL MOVC& press rr ?eturn~l 

For example, type in: 

and press , Return^ 
CALL MOVC 

and pressfN^ff] 

CXfl> = 5B fe/fe the computer to move the cannon to 
position 50. 

CALL MOVC moves the cannon to the position you typed 
in as soon as you press[Ret^n^, 

Try another position. 
Type In: 

CX»=15 

and press\R€turrTl 

CALL MCVC 

and pressLReturjT] 
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Adjust the angle ol trie cannon 

barrel: The cannon oorrel can be 
moveC :c» i " : liferent oosMons. 

THE CANNON &AFWEL CAN BE ANGLED WITHIN 
THIS RANGE 



Choose the angle ,'ou want, 'hen type in ANO = 
followed by the angle number an d press R eturn. 
fhsr ■> pe : n CAU - NG L end press I Return, 1 

For example. :,">eir,. 

mm? prvt 
CALLAMGL 

VK? pVB8$Qf3^g\ 

AfJ9= 4-5 tells tire computer to set the barrel at a 45 
degree angle 

GALL AKJGL moves the be^ref to "ie angle yen t.'ix&Jiti 
as soon as you pres^ Ron t. 

Try another position. 

Type m: 

ANfl-7© 

and press rftgft/ffH 
CALuANGL 

and press [ Reiun j 
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Fire the cannon: You cor fire one cannon bal 

time. When one disappears, you can fire oft 
another! 



at a 



Type in: 



CALL FIRE 

and press \ Return 



MISSILE LAUNCHER CONTROLS 

To launch a missile: 

Type in: 

CALL TOFF 

and press fRetu rh^ 
The missile launches as soon as you pres s\ Return. \ 

To direcl the missile: You can set the amount of 
thrust (higher thrust uses more fuel) and the direc- 
tions the missile will fol'nw Thrust has a range of 1 to 
4,.. 4 is a lot of thrust. Use the same directions as the 
Disc directions to guide a missile, 0-15, see page 
135. (Note: -1 is coasting ) 

^'"'DIMAAd) 

and press[R eiurrr] 

DIM AB(1) 

and press[Betum} 

AA1-2 

and press \ Return ] 
AB1-6 ^___ 

and pressTP eturrT ] 
CALL TOFF 

and pressf Return] 






AA1 = 2 tells Ihe computer to use a medium amount of 

thrust. 

ABi = 6 tells the computer to direct the missile slightly 

up end left. 

Try another number for thrust... use numbers 1 -4 
(AA1 = -3). And try another number for direction... use 
numbers 0=15. (AB1 = 4) 

Note: To learn about DIM, see Chapter 8 In the Step- 
By-Step Guide. 



WRITE PROGRAMS 
TO PLAY THE GAME 



Up until now the instructions you typed in to control 
the connon and missiles used BASIC in Immediate 
Mode. This means you first typed the BASIC instruc- 
tions on the screen. Then as soon as you pressed 
Return, the computer did what you asked, it fol- 
lowed your instructions immediately. 

Now you will use BASIC in Programmed Mode. You 

will start each line of the program with a number. 
When you press Return, the computer holds that 
information. When you want the computer to begin 
the program, just type in the RUN command and 
press Return 

Note: To learn more about the difference between 
Immediate and Programmed Modes, see Chapters 
1 & 2 In the Step-By-Step Guide To Home Computing 
Book. 
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Try the following sample programs. They show you 
how to use Intellivision BASIC to program part of the 
game,., or all 01 it! 

CANNON PROGRAM #1 

Ttite program sets the angle of the barrel and fires 
the cannon. 



Type in: 



NEW 

pressVR etum ) 

This starts a new program 
10AN0 = 56 



press! Return J 

Sefs the angle of the barrel 
20 CALL ANGL 

prBss VRatn m l 

Puts bamJ zt that angle 
30 CALL FIRE 

press VRbtum 1 

This fires the cannon 
RUN 

press VReturn 1 

Runs lines 1 0-30 

II you want to fire it again, type in RUN and press 
and it begins again. 
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Want to try another angle and run this same 
program? Here's what to do' With the curs or at the 
left of the screen, type in LIST 1 cfod press [SejkirL] 
UNE 10 appears on the screen. Use your Arrow Keys 
and position the cursor on the 5„. now type in 
another number (B-98). Pr ess the space bar to erase 
a nu rn ber^Press, I Return "] Now type in RUN a nd 
press LEeJumJ By changing the number in UNE 10, 
yoj can raise or lower the barrel. 

Note: This program used the Immediate Mode 
commands NEW & RUN & LIST. To learn about these 
see chapter I in the Step-By-Step Guide To Home 
Computing book. 

CANNON PROGRAM #2 

(Pressn^fyrnjafter each line) 
This program will position the cannon at 25 or the 
horizontal plane, sets the barrel angle at 56 one 
the cannon. 

Type in: 

NEW 

10CXO = 25 

20 CALL MOVC 

30IF(XP4 = 25)GOTO50 

40 GOTO 30 

50AN0 = 56 

60 CALL ANGL 

70 CALL FIRE 

RUN 
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LINE 10 sets the cannon position at 25. 

LINE 20 tells the computer to move the cannon to that 

position. 
LINE 30 checks to see if the cannon is in position 25- 
LINE 40 sends the computer to LINE 30 if the cannon 

Is not in position yet 
LINE 50 sets the barrel angle at 56. 
LINE 60 moves the barrel to the angle est in LINE 50. 
LINE 70 fires the cannon. 

If you wan t to run th is program again, type in RUN 
and press fRetum, / 

Want to use this same program and use another 
cannon position and anothet angle? Here's how! 
With the cursor at the left of the screen, type In LIST 
10.30 and press I Return J Lines 10-30 are on the 
screen. Use your Arrow Keys and position the cursor 
on the 2 in line 10. No w type in another number 
(22-158)' and press [Return.] Press the space bar to 
erase a number. Now change the number In 
parentheses in li ne 30 to correspond to the number 
In line 10 . Press [ Return .| Next type LIST 50 and press 
I Return. I Use your Arrow Keys to put the cursor on 
the 5... now type in another number (0- 90) and 
press Return. Type in RUN and press I Return .[ 

"This program will not move you to a position 
beyond the wall 

MISSILE PROGRAM #1 



(Press | Return I after each line) 
This program launches the missile and guides it on 
a pre-set course. The missile will go in 3 different 
directions using 3 different thrusts. 
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Type in: 




NEW 

10 DIM AA(3I 

20 DIM AB(3 

30AA1»3 

40AB1=4 

50AA2 = 4 

60AB2 = -1 

70AA3 = 4 

80AB3=10 

90 CALL TOFF 

RUN 

LINE 10 tells the computer there will be 3 different 

thrusts. 
LINE 23 tells the computer there will be 3 different 

directions used. 
LINE 30 sets the thrust at 3. 
LINE 40 sets the direction at 4. 
LINE 50 sets the thrust at 4. 
LINE 60 sets the direction at~1 
LINE 70 sets the thrust at 4. 
LINE 80 sets the direction at 10 
LINE 90 launches the missile. 

it you want to fi re the missle again, type in RUN and 
PresslRetwi] 

Want to type in different thrusts and different 
direction numbers and run this program again? 
Here's how LIST this program four lines at a time. Use 
your Arrow Keys to make the changes in lines 30-70 
(see Type Lengthy Programs, page 15). RUN the 
program again. 
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MISSILE PROGRAM #2 



(Press l ReturrTl after each line) 

This program will use two thrusts and two directions 

to guide the missile. You will enter one thrust and 

one direction, then the missile launches! 

Type in: 

NEW 

10 DIM AA(2) 
20 DIM AB(2) 
30AA(2)=O 
40AB(2) = -1 
50 INPU A 
60AA(1) = A 
70 INPU B 
8ffl AB(1)=:B 
90 CALL TOFF 
100 GOTO £0 
RUN 

LINE 1 fe«s the computer there will be 2 different 

thrusts. 
LINE 20 tells the computer there will be 2 different 

directions used, 
LINE 30 sers the second th'ust at 0. 
LINE 40 sets the second direction at-1. 
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LINE 5® asks you to input s thrus' number. 
LINE 50 sets the first tnrust using the n umber entered in 
LINE SO. 

LINE 7Q asks you to input a direc Hon number. 
LINE &0 sefs the first direction wuh the number m 

LINE 70. 
LINE 90 launches the missile. 
LINE 1 00 let? yo</ begin sgam using nw inputs. 

After you run this program, tfie compjter goes back to 
line S O and wa its for ycv to enter a fuel number ( 1 -4) and 
press [R aturnJ. and enter a direction number (0-15) 
and press Return. I 

For example, after yo u typed in the program, type in the 
number \2]and pre*s ifteturn. Then type in the num- 
ber j7] and press I Return ] Then the missile is launched. 

If you want to run this program again, type in RUN and 
press [rJetu fnT\Voii can also LIST the program, change 
the fuel and (fraction numbers and run it again Dc this 
as you did in tie Wss-ite Program #2. 

Note: To learn about hout (iNPu). see Chapter 4 in 

the Step-By-Stec-c-uideTc Home Computing Beck 




CANNON & MISSILE PROGRAM 
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[Press l Returnl after each line] 

This program will fire the missile and cannon 

continually. 

Type in: 

NEW 

10 DIM AA(i0) 

20 DIM AB(10) 

30 AN0 - 80 

40CALLANGL 

50FORN= 1TO10 

60AA(N)=1 

70 CALL FIRE 

80AB(N) = N 

90AN0 = AN0-6 
100 CALL ANGL 
110 CALL FIRE 
120 NEXT N 
130 CALL TOFF 
140 CALL FIRE 
150 GOTO 10 
RUN 



When the program reaches line 150. the computer 
goes back to line 10 an d begins again ... it 
continues until you press lESCAP E.l] 



:: 



NOTE: To fully understand rhis program 'eaa about 
DIM, FOR... NEXT, and GO t O in Chapters 8 and 5 in 
the Step-8y-Step Guide To Home Computing Boot 



A LITTLE EXTRA ftASIC 



You can temporarily c honge the objects on the 
screen to different colors. Firsr you need to know 
that every object on the screen has been given a 
number. 

= the cannon bat) 

1 - the bottom half of the missile launcher 

2 = the top half of the missile fajitcher 

3 = the missile 

4 - the base of the cannon 

5 = the right of the cannon barrel ' 
B = the left of the cannon barrel 

7 = the wall 



You also need to know tha r the _ e are sixteen 
possible colors. Colors are numbered ; 5 See 

Chapter 9 in the Step-By-Stec Guide "o -orre 
Computing Book to get the cdor partic Jars. 



'This won't change color unless the game is frozen. 
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Now let's try it.. [Press lReturnl after each line] 
Type in: 

NEW 

10INPUO 

20INPUC 

30CO(O) = C 

40 GOTO 10 

RUN 

LINE 10 tells the computer to wait for you to type In an 

object number (0-7) and pressfRe turn . '[ 
LINE 20 tells the computer to w ait for you to type in a 

color number (0-1 5) and press{_ Return.\ 
LINE 30 makes the object you chose turn the color you 

chose. » 

LINE 40 starts the program over again... enter another 

object number and another color number. 

For example, after you typed in the program, if you enter 
land press Return and enter 12 and press Return, the 
wall turns pink. 



so 




The computer system Is out of control! Bits and byres 
of information are (lying out of the printer! Mr. B£Z\2 
has to grab the bits and bytes., then throw em 
back into the terminal, This gets them back inlo The 
computer. It's a never ending job! 



BEGIN THE GAME: 



To choose the game, see page 4. Once you 
choose the Mr, BASIC game, the game screen 
comes on the TV. 
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PRINTER 



MEN LEFT 



BITS & BYTES 




COMPUTER 



TERMINAL 



BITS & BYTES 
IN THE SYSTEM 



NUMBER OF BITS & BYTES 
IN THE TERMINAL 




Remember: Vou can plav. this game using 1he hand 
conhc i ers or the corrputer <ey coard or both . The 
game play is The same no mater which controls 
/ou use! 



USE HAND CONTROLLERS 
TO PLAY THE GAME 



MOVE Ml*. &ASIC: Press tnelHscjTo Move Mr BASIC 
m 16 different d reckons He car r ur> oil around the 
z rmctjter room But he must always keeo his fee' or 
the green foot. II /ou hold down rhs Disc and fry to 
move Mr BASIC off the floor, the computer automat- 
ically stops him! 

PRESS AND 

MR. BASIC 
MOVES UP 

PRESS AND 
MP. BASIC 
MOVES 
P QHt 
PRESS AINC 
V° BASIC 
V0VES 
DOWN 








Move his arm: To capture a floating bit or byte, Mr. 
BASIC must touch one with his outstretched arm. You 
can move his arm clockwise or counterclockwise to 
eight different positions. 




MR. BASIC CAN GRA3 A BIT OR 
BYTE WtTH HIS ARM IN POSI- 
TIONS 1 TO 7 



To move his arm counter clockwise, press either of 
the top action buttons. If you hold In this burton, his 
arm moves to the *7 position and stops. 

To move his arm clockwise, press the bottom left 
action button. If you hold in ihis button, his arm 
moves to the zero position and stops. 

His arm does not move in a continuous circle. It 
swings in one direction and stops. Then you musl 
move it the other way. 

Grab a bit or byte: Mr. BASIC can grab a bit or byte 
with his arm In positions 1 to 7... bul not in the zero 
position. When Mr. BASIC touches a bit or byte with 
his arm. he's got a hold of itl His arm then 
automatically moves to the zero posi + ion. Now he's 
ready to throw! Remember... bits and bytes are vital 
information. Since they're escaping from his com- 
puter system, Mr BASIC wants to get them back inl 
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Throw a bit or byte into the terminal: Once Mr 
BASIC has a bit or byte, he nnu$f throw it info the 
terminal Press the bottom right action button ro 
make Mr. BASIC throw the bit c byte. 




THROW THE BFOR BYTE IM HERE 



You control the angle Mr. BASIC 'hrowsthe br or 
byte. Press the action button a shod time and it 
angles down. Press the action button a long time 
and it angles up. 

You can only throw one bit or b/te at a time A'ai 
until the bit or byte hits or misses the terminal. Then 
Mr, BASIC can throw another! Even when Mr BASIC 
throws the bits and bytes into the system, otter 
awhile, they come back out again... it never ends! 
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It's a hit: if Mr. BASIC throws the bit or byte into the 
terminal... it's a hit! The number of bits and bytes in 
the system increases. If you get all 5 bits and bytes 
into the system, you get another Mr. BASIC. You can 
have a maximum ot 9 Mr. BASfCs! 

It's a miss: If Mr. BASIC doesn't aim just right, the bil 
or byte will bounce back into the room. There s no 
points for this! 

Bits and bytes can hit Mr. "ASIC: if a bit or byte hits 
Mr. BASIC on the head, he'u ou J of the gene. Look 

at the screen to see hew many are lef . 

To protect nimseif. Mi BASIC ccto hold his arm in the 
+4 position. Bu+ you I Dse points for this, see scoring! 

START A NEW GAME: 

When you lose all Mr. SASlCs, the game ends. Press 
any button or keypad key to r.iurt a new game. 

SCORING: 

The computer calcuiaie. ^aui scoie every second! 

You get 10 poin's for eve y bit or byte in the system 

You loose 1 point for every d: + or byte that's floating 

outside! 

You loose 5 points if Mr. BASIC keeps his arm in the 

*& aasition 

You get another M, , BASIC when he gets all 5 bits 

and bytes into the compute?... with a maximum of 9 

men! 



USE THE COMPUTER KEYBOARD 

& BASIC TO PLAY THE MR. BASIC GAME 



You can also play the Mr, BASIC Game by typing 
BASIC instructions >nto the computer with your com- 
puter keyboard. 



STOP 



STOP THE ACTION 

To keep Mr. BASIC from getting hit on 
the head whil e you t ype in an instruc- 
'^^^ tion, press the I STOP ! Key. This stops the 
action! When you have completed this, 
press ISJQPj again to set the action 
going again. 

You can also stop the action by typing In a BASIC 
instruction, 



h 



Type in: 



Type in: 



CALL FR EZ '". 
and press Return. 
This stops the action. 



CALL TH AW ■ 

and pressUfj&turnJvhen you want the 

action to continue. 



TIPS FOR TYPING BASIC 
ON THE SCREEN: See page 14 

MOVE MR. BASIC 

Choose a speed and move Mr. BASfC left &. right: 

Mr. BASIC can move left of right at different rate? of 
speed. Any negative number between ■ 1 avg Ml 
moves him left. -\ moves him slowly,.. -127 moves 
him very fast. Any positive m:m>er between 1 and 
127 moves him right 1 mc»'es him slowlv... 127 
moves him very fast. 

Choose the speed you want. 

Type in: 

XV5 = 

followed by the speed number. 
For example, type: XV5 = 1 end press [Return. i 

X V5 = 1 tells the computer to :■ love Kt S4 SIC 5ft iw'y to 
the right at a speed of 10. As soon as you press if ieiurn ^ 
he begins moving -ight. 

Try another speed 

Type in: 

XV5 = -1ffl 
and press I Return I 

Choose a speed. 4k move Mr BASIC up and down. 

Mr. BASIC pen move up or down at different 
speeds. Any negative number between -1 and -*27 
moves him up. i moves him slowly.,. -127 moves 
him very fast. Any positive number between 1 end 
127 moves him down. 1 mazes him slowly... 127 
moves him v^ry fast. 




Choose the speed you want. 

Type In: 

YV5 = 

followed by the speed n umber 
For example, type YV5 = -3 and p/essl Retu rn 



YV5 = -3 tells the computer to move Mr BASIC slo wly sjp 
at the speed of -3. As soon as yaj press ! PetJmTl Mr 
BASIC begins moving up. 

Try another speed. 

Type in: 

YV5 = 1 

and pressi Return I 



Move Mr. BASIC to a particular horizontal position: 
Mr. BASIC can be pos tioned crt ' 22 different 
horizontal positions. Position 16 is at the far left, ana 
position 1 39 is at the far right. 




'8 ,39 

MR. BASIC CAN BE PLACED ANYWHERE J 1 MS 3ANGE 
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Choose the position you want. 

Type in: 

XP5 = 

followed by the position n umber. 
For example, type XP5 = 25 and press [Return I 

XP5 = 25 tells the computer to move Mr. BASIC ?o 
position 25. As-soon as you press \ Return. I he immedi- 
ately moves to that positron. 

Try another position: 

Type in: 

XP5=1W 

and press[fiet<i'-nj 



Move Mf . BASIC to a po 'icular vertical posHlon: 

Mr. BASIC can move In 1o different verc'cal positions 
Position 65 If at the top and position 82) is at the 

bottom. 



MR BASIC CAN BE PLACED 
WITHIN THIS RANGF 



Choose the position you want. 

Type in: 

YP5 = 

followed by the position nu mber. 
For example, type YP5 = 70 and oress [Retum.] 
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YP5 = 70 tells the computer to mo ve Mr. BA S/C to 
position 70 As scon as you press I Return, \ Mr. BASIC 
immediately moves to that positicn. 

Try another position: 

Type it 

YP5=ae 

and pre ss \ Return \ 




Move Mr. BASIC'S arm: You can move his arm to 
eight different positions 



UR BASIC'S ARM CAM BE POSI- 
TIONED WITHIN THtS RANGE 



Choose the position yet A/ant, then type in AR0 = 
followed b y the ang le number. For example, type ARO =5 
and press I R&tum. I 

As soon as you press[Petum,]Mr, BASIC begins to 
move (ife arm to the position you chose 

Try another position 
Type in 

AR0=3 

and press ReturrT~] 

Grab the bit or byte: When Mr BASIC touches a bit 
or byte with his arm. he's got a hold of t His arm 
automatically moves to the zero position. Now he's 
reaay to throw l 
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Throw the bit or byte Into the terminal: Mr B,;SC 
can throw a bit or byte in one cf9fl athererp angies 
"his ranges from -25 to 25. . but noi zerol 





MR BAS C C VJ THROW V/fTHIH 
TH lb RANGE OF ANGLES 



Choose an angle you wan:, r he n type :n A= loltoAiedb, 
the angle numcter ond pre?* . f i turri. \ Tnen type in 
CALL THRO and press [rj t'lttj J for »r jmpie, type 

A- 

anri press[Rf-v 

CA_L , HRO 

arc. tvess ! Ratipn ] 

A = -5 sefs fhe arKy.'a o' (totfVOW ?f 6 

CALL THRO te/'"; fhe conpt tor to Jutm tfi& bit or oyfe. 

Tr/ another angi*. 

Type in: 

* = 2® 

and pres- s 'Rottun ] 
CALL THRO 







IT'S A HIT .. ll'S A MISS: see page 56 

SITS N' BYTES CAN HIT MR. BASIC: 

see page 56 

START A NEW GAME: see page 56 
SCORING: see page 56 



WRITE PROGRAMS 
TO PLAY THE GAME 



Up until now the instructions you typed in to control 
the man and his throwing used 3ASIC in immeda'e 
Mode. This m-Sans you firshtyped fhe,BASlC Instruc- 
tions on the screen fne :*s soon as you pressec 
tetiim. the computer d d what you asked t foi lowed 
(four instructions immediately. 

Now you will use BASIC >n Prcgro rr.med Mode. You 
will start each lime of the pfcQranri wffh a number. 

When you press Return, tha-cornp-jter holds that 
information. When, you want 'he-computer to begin 
the program, you tvpe in the RUN command and 

press Return. 

Note: To more fully understand the difference 
between Immedic te and Programmed Modes, see 
Chapters 1 and 2 In the Step-By-Step Gude T o 
Home Computing Book 

B fc lowing sample programs. They shew you 
how to use Intelli /is on BASIC to program part of the 

game, or all o; t 
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MR. BASIC PROGRAM #1 

This program tells the computer to make Mr. BASIC 
throw a bit or byte. Before you begin this program, 
use the handcontrollers and have Mr. BASIC grab a 
bit or byte. 

Type in: 

NLW 

press fReturn ■ 

This starts a flew program 
10A = 10 

pressTRetumJ 

This sets the arm angle at position 10 
20 CALL THRO 

press ! Return i 

This tells the computer to make Mr. BASIC 

throw a bit or byte. 
RUN 

press ) Retu rnJ 

This runs lines 10 & 20 

If you want to run this program again, be sure Mr. BASIC 
has a bit or byte. Now type in RUN again, pres^_ Bstum I 
and repeat. 

Want to try another angle ana run .this same 
program? Here's how to do it! With the cur sor at the 
left of the screen, type in LIST 1(2 and press I Retu Trvl 
Line 10 appears on the screen Use your Arrow Keys 
and position the cursor on Ihe 1.., now type in 
another angle (a number from -25 to 25). Press the 
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space bar to erase a number. Press I Returrvl Now 
type in RUN and press I Re t uTrTJ By changing the 
number in line 10. you change the angle Mr. BASIC 
throws. 

Note: This program used the Immediate Mode 
commands NEW & RUN. To learn more about these, 
see Chapter 1 in the Step-By-Step Guide To Home 
Computing Book, 

MR. BASIC PROGRAM #2 

This program puts Mr. BASIC at a particular position 
and has him throw at a particular angle. Before you 
begin this program, make sure Mr, BASIC has a bit 
or byte. 



Type in: 



NEW 

press I Return I 

This starts a new program 
10XP5 = 80 

press i Return I 

This moves Mr. BASIC to horizontal 

position 80 

20YP5 = M 

press \ Return I 

This moves Mr. BASIC to vertical position 80 
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30 A = 20 

pressTRet .rn \ 

This sets the angle of the throw at 20 
40 CALL THRO 

press fRelurn } 

This makes M-. OASIC throw the bit or byte . 

if you wa nt to run th is program again, type in RUN 
and press[RetumJ 

Want to move Mr. BASIC to another position and use 
this same program? Here's how, Whh the cursor at 

the le ft of the screen, type in LIST 10,20 and 
press .[R eturn. I Use yoi if Arrow Keys to positon the 
cursor a nd type in another position (18 139) in line 
10. press j Return. | Then type in_gr.other number 
(65-80) In line 20 and pre:; Type in RUN and 

press Return. By changing - dot in lines 10 

and 20, Mr, BASIC wIL stand In a different position, 

Note: To learn about the XP and YP functions, see 
"Functions" in the Owner's Manual 
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MR. BASIC PROGRAM #3 

fPress l RetuTn l atter each fine) 

This program will play the game automatically. 

Type in: 

NEW 

A = 2 

10XV5 = 2 

20 AR0 = 3 

30'F(GT0<.0)GOTO60 

40 CALL THRO' 

50!F|PC5>0;GOTO50 

C0IRXP5<20)XV5 = 2 

70IF(XP5>1.?0)XV5 = -2 

B0lF(XV5>0)AR<S = 5 

90 If- iAFlO = 3 

100 GOTO 30 

RUN 
A = 2 sets up thu throwing angle. 
LINE 1 starts Mr BASIC moving to the right. 
LINE 20 puts his arm in the North East position. 
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LINE 30 tells the computer to go to fine 6$ ii he doesn't 

have a bit or byte. 
LINE 40 ma/res MR. BASIC throw the bit or byte. 

LINE 50 fete the computer to wait until the throw is 

completed. 
LINE 60 starts Mr. BASIC moving right it he has octtefl 

too far left. 

LINE 70 starts Mr. BASIC moving fafl t he Has gotten toe 
far right. 

LINE &Q puts his arm in the North West position if he is 

moving right 
U NE 90 puts his arm in the North Eas: position f he is 

moving right. 
LINE 100 sends the computer back to line 39 to do it all 

again 



If the game ends while you are running 1he pro- 
gram, press the hand controller io restart me game 

You must also hit [ESCJ to bring the cursor back. 

Note: The GT function In line 30 checks to see if M/ 

BASIC has grabbed a bit or byte f he doesn't have 
one, GT=-4 . If he has a bit or byte GT = The number 
for the one he has (0-4) 



-Z 



Let' 8 add to this program. With ' he cursor at the left 

of me screen, type LIST and p^ess l Return lYcu will 
add lour lines that w II make trie program check: to 
see if there is a bit or byte near Mi. BASC. If there is, 
he will pu< his arr- n the # 4 position to protect 
himself. 

Type jn: 

71 call near 
72ifin<b>gotobo 

73 AR0 = 4 

74 GCTO 3& 

LINE 71 finds out if there is a bit or byte near Mr. BAS/C. 
LINE 72 makes Mr BASIC ca/ry on if there is no bit or 

byte nearby. 

LINE 73 makes him put his arm in the #4 position if there 
ts a bit or byte nearby. 

LINE 74 sends the computer back tc LINE 30 to start 
again. 

Note: The CALL NEAR in line 71 checks "o see If trtere 
is a bit or byte near Mr. BASIC II there is none 
nearoy, tie computer return! aNM. If there fs a btt 
O' byte nearoy, N = the object of the brtor byte 
nearby (Q-4). 



Be 
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Note: To learn about -H and GOTO, see chapters 6 
and 5 in the Steu-'iy , > 3 p Guide To Home * croijt- 
ing Book. To lean bout the XV ana XP fun 
see "Functions" If • ie Owner's Manual 

You can temporarily change the oojecl: on tha 
screen to different cofore. First you reed k. know 
that every < bject on the screen has been oven a 
number. 

1 = & bytb 

2 » a byte 

3 - a bit 

4 = a bit 

5 = Mr. BASIC'S arm 
o = /?« /7eatf 

7 t /7> s tjoafy 

You also need to know that there are fifteen 
possible colors Colors are nurr>bered 0-15 See 
i :napter 9 in the Step-By-S \e G j|de To Home 
Computing Boo< to get the oc tic jtors. 









Now lets try it {PrBss \RetuFn) aftet, each line) 

type 

■JrW 



NEW 

10 INPU 

BtJNPmc 

30 CO<fl) h C 
4Q GOTO 1 
RUN 

LINE 1 (9 fe//s tf?a computer to ivaft /or you to type vr an 
OD/ecf number <0-7j andpnss [B itoml 

LINE 20 te/te tfra computer to wait for you to type in a 
color number <iZ!- 1 5) mdrjress [Return, j 

LINE 30 mates tfre o/>/=c* yw cftose tfw color you 
chase. 

LINE 40 sfarTs the program over again.. . enter another 
object number jro 1 another colo r nLmtier. 

For example, if yoi enter 6 and pressj Retjrn.j and enter 
d press R&wn, Mr BASIC'S head turns pink 
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WARRANTY 



Mattel Electronics warrants to the original consumer 
purchaser of any cartridge or cassette it manufac- 
tures the./ the product will be free ot defects in 
material or workmanship tor 90 days from the date 
of purchase. If defective, return the product along 
with proof of the date-af-purchase to either your 
local deader or. postage prepaid to: 

Mattel Electronics Service Center (EAST) 

1 Abeel Road 

Cranbury, New Jersey 08512 

Mattel Electronics Service Center [WEST] 

13040 East Temple Avenue 

City of Industry, California 91746 

for repair or replacement. This warranty gives you 
specific legal rights and you may also have other 
rights which vary from state to state. This warranty 
does not cover damage resulting from accident, 
misuse or abuse. 






